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http://www.ganeshagames.blogspot.com 


Do you want to advertise on this webzine? Send your artwork and $5 per half-page (payable via Paypal) 
to andreasfiligoi@gmail.com. Each issue of Free Hack reaches thousands of players worldwide. 
Advertising for non-profit organizations, wargaming websites, clubs and charities is free of charge. 


Purchase Ganesha Games products online: directly from us on www.ganeshagames.blogspot.com or 
from many fine vendors such as www.wargamevault.com, www.wargamedownloads.com, www.key20.com, 
www.arima.it, www.sabersedge.com, www.paizo.com, www.studio2publishing.com and many others. 

Buy printed copies on www.lulu.com/songofblades. Discounts available for stores. 


FREE HACK is always looking for submissions. We regret that we cannot publish game material derived 
from intellectual properties of other entities. 


Giditorial and ews 


Welcome to issue two of Free Hack, the Ganesha 
Games irregular free webzine. 


Ganesha Games and OneMonk team up 

Ganesha and Onemonk.com are working together 
on a series of paper miniatures skirmish packs. 
OneMonk has announced that they will produce a set 
of downloadable paper miniatures for SBH, MDRG 
and other Ganesha products. The minis will have 
game stats printed on their bases so you don’t have 
to consult the rulebook during play. 

A sampler is in this issue of Free Hack (see p.20), 
and lots more can be downloaded from www. 
onemonk.com. Many are free or very cheap, and all 
are beautifully designed. If you don’t have space or 
budget for metal or plastic minis, or if you want to try 
out a few games without committing to priming and 
painting them, paper miniatures may do the trick for 
you. The only limit to the size of your armies is your 
printer’s cartridge... 

Onemonk also provides you with line art version of 
the minis, so if you want variants you can paint them 
with an image editing software of your choice or with 
felt tip markers. 


Song of Drums and Shakos Available NOW 

Song of Drums and Shakos - the Napoleonic 
skirmish rules based on the Song of Blades engine 
- is available as a $8 pdf download and as a $14.99 
printed book (35 pages,black and white interior 
with color covers). There’s an interview with author 
Sergio Laliscia in this issue of Free Hack. 


So what’s in the book? The back cover reads: 


- Three scenarios included 
-Simple, elegant system where your tactical 
decisions matter 
- Playable in any scale with single based models 
- All major troop types represented: 160+ profiles 
(French, British,Prussian, Russian, and Austrian) 
- Easy measuring system 
- No bookkeeping 
- Point system for building up your Squad 
- Play with as little as 5-6 elite to 20 inexperienced 
soldiers in a standard game 
- Playable on a small table (60x60 cm for 15mm) 
- Simple yet subtle command system, with Officers 
and NCO 
- Two or more players, 30-45 minutes for a full 
game 
- Ideal introductory rule set to small actions in the 
Napoleonic Era. 


Song of Arthur and Merlin available for 
Christmas 2008 

Arthurian expert Daniel Mersey has finished his 
first contribution to Song of Blades and Heroes 
family, and the playtesters were very happy with the 
result. 

SAM is a supplement for SBH. It uses a few rules 
from SGD and SWW, too, so you'll need the basic 
SBH “trilogy” to fully enjoy SAM. It lets you play 
three separate versions of the Arthurian myth: 
one based on Welsh tales, another on history, and 
another is the high-powered fantasy of Hollywood 
and romantic poems. SAM includes rules for quests, 
Arthurian magic items, new special rules and 
scenarios. And of course profiles for all the major 
characters. 


To learn more about SAM, read the interview with 
Daniel in this issue. We will likely have more SAM 
material in Free Hack #3. 
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Questions about Song of Glades and 
Kyeroes 


SBH FAQ 


Ifa Transfixed modelis attacked and wins 
a fight, does the attacker suffer any effects, 
or do you handle it like a ranged combat, 
where only the attacker can do damage? 
The Transfixed cannot move or initiate attacks 
although in your example you make clear that 
he is attacked. The Transfixed model can score 
combat results as normal, so he can force the 
attacker to fall back, fall down or even kill. 
Anyway it never happened to me in one year of 
gaming :-) 


Does a fallen or transfixed model get 
removed if beaten by 1 or more in ranged 
combat or is that only in hand-to-hand? 

He is killed. He’s a sitting duck and any ranged 
attack that hits is a kill. 


Does a turn continue until ever figure 
has had an attempt at activation? Player 
A went first this turn and has activated 2 
of his 6 figures. On trying to activate his 
third figure, he rolls 2 failures and play 
passes to Player B. Player B manages to 
activate his first figure, but gets 2 failures 
on the second figure. Is the turn now over, 
or does play pass back to Player A who can 
then try to activate the 3 figures not yet 
activated this turn? 


There is no memory effect in SBH. The turn 
ends when you have activated all of your figures 
once, or when you roll a turn over result (2 or 
3 failures on a single activation attempt). So if 
you act with only one figure and roll two failures, 
your turn ends, you activate no figure, and play 
passes to the opponent. You can never go back 
to a figure that you have activated, or failed to 
activate, until your next turn. 


SWW FAQ 

If a model making a Running Blow 
attack is beaten with an odd result, what 
happens? Does hestop there andrecoilone 
base diameter or does he keep moving? 

He recoils and his move stops there as per 
normal recoil rules. 


Official Song of Blades and 


Keroes Rule Change: 
Cndead and Terror 


In Song of Blades and Heroes, Terror doesn’t 
affect Undead models anymore. In other words, 
an Undead model must not pass a Quality test in 
order to move in contact with a Terror-inspiring 
foe. Likewise, an Undead model must NOT make 
a Morale test when it is charged by a Terror- 
inspiring model. This is an official rule change. 
The text of the “Terror” rule will be altered to 
reflect this change in the next edition of the 
rules. 
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wargames 
FACTORY 


Old Soldiers Recycling Program 





Have you ever felt guilty about throwing away the empty sprue from a set of hard plastic figures? Ever puzzled over 
whether it was okay to put it in your recycle bin or if the trash guys just tossed it into a landfill somewhere because it 
wasn’t a milk jug or soda bottle? Well, all that guilt and uncertainty can be put behind you now! 


What? 
Wargames Factory is pleased to announce our Old Soldiers Recycling Program where not only do you do the “right” 
thing — but you might just get something out of it too! 


How? 

First, fill out the simple form on Wargame Factory’s website and hit “submit” -- we'll email you a copy of the filled out 
form including the address to send it to. Then just drop your leftover plastic bits and sprues into an envelope with your 
filled out form and get it into the mail to us. 

The form has a line for “# of bits” so whether you're sending 1 sprue or 500 different pieces, you only need to use one 
piece of paper. 

The Good Part 

For every piece of plastic you send in (i.e. the “# of bits” you marked on the form) you get one entry into a monthly 
sweepstakes to win five box sets of your choice! So send in 500 pieces and get 500 chances to win that month! 

And, get this, we’re not talking about JUST our plastic. Any hard plastic (polystyrene) is eligible. So if you have 
a whole bin full of plastic sprues from that “certain” other plastics manufacturer lying about — they work too! Recycle 
‘em! 

Questions that you MIGHT ask (and perhaps even frequently)...oh bother! — the obligatory FAQ: 

Why are we doing this? 

First, because it’s the “right” thing to do. As you may know, Wargames Factory uses recycled plastics for our figures 
and this is a way for us to ensure that the leftovers continue to be recycled. 

Second, we’ve seen a lot of conversations on the various miniature forums over the years and also have had a lot of 


people ask us about this and thought it would be good and responsible to provide an easy solution. 


You just want to save money on plastic, right? 
Actually, plastic is pretty darn cheap. And to be completely honest, this program will probably not pay for itself. But, 
it’s the “right” thing to do. 


What do you do with it when you get it? 

We'll recycle it and make new plastic figures! We throw it into the “Chopper’, grind it up into small bits, and throw 
those bits in with our “new” recycled plastic. It’s melted in the injection press and VOILA new figures! Old plastic 
soldiers never die...they just become...NEW plastic soldiers! 


The Fine Print 

eOnly hard plastic (polystyrene) please — any color! 

«Be reasonable — EVERY little bit shouldn’t count for an entry. Honor system in effect! 

¢Postage costs are your responsibility — if your local wargames shop wants to pool submissions and send them all in 
at once, feel free! 

¢Winners will be announced on the website and contacted via email and/or phone 

«Submissions received are eligible for the next month’s drawing. Submissions must be received at Wargames Factory 
by the last business day of each month to make the deadline. Submissions received after this will be rolled into the 
following month’s drawing. (i.e. you'll always have a chance — it just might be a month later than you thought) (Note: a 
good strategy is to send something every month to make sure you're in each drawing!) 


Ready to Recycle for a Chance to Win? 
Fill out the form on http://www.wargamesfactory.com/recycle , hit submit, and you will receive an email with your 
information filled in. Just print the email page and send it to us with the plastic to be entered in the monthly drawing! 
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Interview with Sergio Laliscia, the man behind Song of Drums and Shakos Napoleonic Skirmish Rules 


Sergio Laliscia is a long-time rules designer, 
wargamer, boardgamer. He’s currently director 
of Napoleonic Affairs here at Ganesha, and part- 
time marketing consultant. He’s been one of the 
first playtesters on Song of Blades and Heroes 
and his playtests, modeling and suggestions were 
instrumental in bringing Mutants and Death Ray 
Guns to the public. In this short interview, Sergio 
introduces hisSong of Drums and Shakos - Napoleonic 
Skirmish Rules book to FREE HACK readers. 


First of all- what’s a Shako?:-) 


The Shako was the typical headgear of most armies in 
the Napoleonic period. With manyvariants, itwas used 
by French, British, Austrian, Prussian and Russian 
units on the field (not to mention some Spanish, 
Polish, Italians, Neapolitans and almost all Rhine 
Confederation troops allied to Napoleon). It’s actually 
easier to mention armies that did not use the Shako: 
notably Bavarians, some Swedish and Ottomans... 


Can you tell us something about your gaming 
background? What games do you play? In 
what scale? 


I started playing with miniatures in 1986 (mmbh, 
that’s a long time ago..) when I was in Milan. Some 
friends introduced me to the world of miniature 
wargaming, but I was already a boardgamer since 
1978. They had lots of 5mm Napoleonic miniatures 
(real 5mm, very different from the 6mm in use now) 
and played Empire, a monumental rule set which is 
still considered by some old gamers the reference for 
this period. 

It was very realistic, but in 3,5 hours (real time) we 
just played 1,5 hours of game time, so a battle could 
last months. Different times, different demands from 
the market: the 80’s were a period of BIG games, 
mostly focusing on the simulation side and not on 
playability. 
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Then I started playing ACW and after some time 
we discovered Fire and Fury, that I still consider 
one of the most elegant rulesets ever created. After 
that I’ve played any period with any miniature 
scale, from 2mm to 28mm: Vietnam, Colonial 
wars, WWII, Naval, Ancient... Now I enjoy playing 
DBA, Shako 2 and... all Ganesha games of course. 


What design criteria were used in SDS? 


We wanted to keep the games mechanics as similar 
to Song of Blades as possible, but at the same time we 
tried to give the game a Napoleonic feel. Even if it was 
not easy to fit concepts like reloading, volleys and a 
small but flexible command structure, I think we made 
a game that — according to the playtesters — achieves 
our main goal: get people who never played this period 
into Napoleonic wargaming thanks to the SBH engine. 


What’s in Song of Drums and Shakos in 
terms of new rules, scenarios and army lists? 


Very few NEW rules, rather many adaptations 
of existing rules to the period in question. Some 
rules were just tweaked or renamed, for example 
“Heavy Armor” is now called “Cuirass” in SDS. 

Probably my favorite new rule is the “shoot 
and reload” Group action, which allows an even 
group of soldiers to deploy in two ranks, and 
while the first rank fires, the second reloads. 

There are three detailed scenarios in SDS, plus some 
hints for creating new ones. More will surely come, 
maybealsointhis webzine orinaseparatesupplement. 

As for Army lists, all Major Powers are in 
the rules (France, Britain, Austria, Prussia 
and Russia) with over 160 different profiles. It 
was a hard job, but I think it’s quite complete. 


What were the main difficulties in bringing 
Napoleonic skirmishing to the Song of Blades 
system? 


Well, history is ... different from Fantasy. Nobody can 
question about a Gnaar Flying Axeman Combat value 
of 4, whilethe same is nottrue for a Polish Lancer ofthe 
Imperial Guard. We had to be very careful in assigning 
Special rules to the different troops, as anybody could 
come up and say: “Hey, that’s not historically correct!”. 





What is your miniatures collection like? 


I have just about 5000 Napoleonic miniatures, and 
few hundred ancients, colonial and ACW, almost all 
in 15mm. I had over 2500 ACW pieces (my second 
favourite period) but I was so stupid to sell them 
some 10 years ago. Never do that, you'll regret it. 


Where can we read more about the 
Napoleonic wars? 


I always suggest reading “The Campaigns of 
Napoleon” by David Chandler. It’s my favourite 
reference book and it reads like a novel. Also the 
books of Scotty Bowden and Charlie Tarbox are a 
precious source of information (I have only “Armies 
on the Danube 1809”, but I’d like to have more). 
All the books by Philip Haythornthwaite provide 
a quick and exhaustive historical introduction 
and tons of colour plates with uniforms... 


Are you working on any supplement for 
SDS? 


We would certainly like to do a book of scenarios, 
adding profiles for “minor” nations and “large 
skirmish” rules for larger skirmishes with , say, 50- 
60 models per player. In this version of the rules, 
models will activate by larger groups. Movement and 
melee are a little tricky in this scale but we’re working 
on it. 


You are working on a Napoleonic army level 
game to be published by Ganesha Games. 
What is it going to be like? 


It’s almost done and yes, it is based on the SBH 
engine. I’m very excited by this project, and I think 
it’s coming out just as I wanted. Fast and furious, with 
very little new games mechanics. Players of Song of 
Drums and Shakos will be able to play it in no time. 
In any case, this will be sold as a stand alone book so 
the basic Quality and Combat rules will be reprinted 
here (modifiers will be different from the skirmish 
game, as we're talking about bodies of troops large 
enough to let you refight Waterloo). 

It will be a Corps level game designed to attract 
both the Napoleonic enthusiast and the newcomer. 
I don’t want to say more now, but I’m sure we have a 
good game, with a few hopefully brilliant intuitions, 
all working within the solid and appreciated Song of 
Blades engine. 


Historically there have been many instances where 
individuals have been infected with the type 3 
Hemeorevivication Retrovirus (HRR-3). Zombies, 
Revenants, Vampires and other legendary creatures can 
all be explained by historical outbreake of HRE-3. 


the true origine of the HRR-3 Virus, no one knows. There 


As to 


is only one thing for certain, the virus is changing. 


For this reason, we have recommended the formation 
of a new joint agency under the CDC in Atlanta and 
WATO. Ita sole purpose is to track outbreaks of the 
HRR Virus and contain the outbreaks using any geans 
necessary. The Agency, comprised of the best and the 
brightest of the World's Military, will have the full 
cooperation of NATO and the World's governments, but 
act covertly to the general population. This agency 


will be known ac RED OPS 5, 
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| chance to build and paint a great force, then 


Each Mighty Armies box set contains a complete 
15mm army, allowing you to start playing just as ci 
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Rebel Minis manufacturers of 15mm and 28mm Miniatures; 
everything from Modern 15mm Zombies, to 28mm Spartans... 


we have something for everyone! 


Visit us online at RebelMinis.com 
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of clashing hordes, hollow defeats, 
and resounding victories! Based on 
the original PEE 
Gam, each battle is a chance to 
have a good time and enjoy the 
historical elements of the game. 


Played using 15mm scale figures, 
oi MichtygAnmies: 

> « battle will take around twenty ] 
> orthirty minutes. You will soon 
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Success Percentages in the Song of Blades Rules Engine 


Submitted by Derek Hendrie 


This handy table was devised by a kind member of the Song of Blades Yahoo group to let you analyze how 
much of a chance you have of scoring successes and rolling a turn-over when activating on one, two or three 
dice. Study the table, it may give you a few tactical hints in your next game! Since the core rules are the 
same, the table applies to SBH, MDRG and SDS. 


A Ei C LI E F (5 H | J [e L 
1| Action Ke Dice rolled Action probabilities based on 
2 ee a ee Quality rating 


to. 
3 nominate 
> 1) Tables showing the % chance of rolling a number of actions 
4 , nominate nominate based on the number of dice thrown. 
1 is aaa 2) Each quality (4+ to 6+) gives a different set of probabilities. 
5 nominate |nominate 
2 
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A Quality 2+ Dice rolled Quality 4+ Dice rolled 

g el | Caps es 
10} 52 _ Of 16.00%) 2.56%] 0.41% 52 | 0} 50.00%) 25.00%) 12.50% 
W) 22 [ap 84.00%) 26.88%) 6.45% 22 (af 50.00%! 50.00%) 37.50% 
2| Be | WF | 7ose%] 39.87% == | a | 2600%] 37.50% 
a) =s [oy 2% =e [| x 12.80% 
14 

i 0.00%] 25.00%] 60.00% 
16 
17 

18} Quality 3+ Dice rolled Quality 5+ Dice rolled 

iE SSE ESS ES ee Neer eee |e 
BPE 33.00%) 10.89%} 3.59%) . # 0} 67.00%) 44.89%) 30.08% 
A) 22 [| 1 67.00%) 44.22%) 21.89% 2: 33.00%) 44.22%) dd 44% 
2) Be | WF | 44.09%] 44.44% == | af | 089%] 21.89% 
3| =s | ay TCT 20.08% = | TCC 3.58% 
24 

25 10.89%] 25.48% 44 89%) 74.52% 
2B 10.00%) 89.11%] 74.52% 10.00%) 55.11%] 25.48% 
28 Quality 6+ Dice rolled 

2g a ae (eee ee 
30 52 | 0] 84.00%) 70.56%) 59.27% 
eT 22 (af 16.00%) 26.88%) 33.879 
32 == | af | 256%) 6.45% 
ie =e [| x | | nate 
34 

345 0.00%) 70.56%) 99.14% 
36 100.00%] 29.44%] 6.86% 
WF 
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Alternative Activation Tables for 
Song of Blades and Ineroes 


and 
MUTANTS AND DEATH RAY GUNS 


Submitted by Arthur Braune 
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Song of Blades and Kyevoes MUTANTS AND DEATH RAY GUNS 
Coit élctivation Table UNIT ACTIVATION TABLE 


Model performs no action; Model performs no action: 
1 Failure player may nominate another 
model and try to activate it 


1 Failure player may nominate another 
model and try to activate it 


Model performs ane action, Model performs one action, 
1 Success then player nominates another 1 Success then player nominates another 
figure and rolls to activate it 


21d T 
:payjoy aaiq 
:pajjoy aig 


figure and rolls to activate it 


Model performs no actions, * Failures Model performs no actions, 


? Failures 
play passes to the opponent play passes to the opponent 


Model performs one action, 
then player nominates another 


Model performs one action, 
then player nominates another 
figure and rolls to activate it 


1 Success, 
1 Failure 


1 Success, 


1 Failure figure and rolls to activate it 
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Model performs 2 actions, 
@ Successes then player nominates another 
figure and rolls to activate it 


Model performs 2 actions, 
2 Successes | then player nominates another 
figure and rolls to activate it 


Model performs no actions, 


Model performs no actions, 3 Failures 
play passes to the opponent 


3 Failures 
play passes to the opponent 


Model performs one action, 


Model performs one action, 
then play passes to the 


1 Success. 
1 Success, | 


? Failures 2 Failures 


then play passes to the 

opponent 

opponent 
Model performs 2 actions, 

then player nominates another 


figure and rolls to activate it 


Model performs 2 actions, 2 Successes, 
then player nominates another 1 Failure 


:pajjoy 2210 


2 Successes, 
1 Failure 


:payjoy 2210 


figure and rolls to activate it | 
Model performs 3 actions, 


tor ions, 
Model performs 3 actions 3 Successes then player nominates another 


3 Successes | then player nominates another 


figure and rolls to activate it 
figure and rolls to activate it 





. i When making Quality rolls, regardless of modifiers, 
When making Quality rolls, regardless of modifiers, a roll of Lis always a failure and a roll of 6is 


a roll of 1 is always a failure and a roll of 6 is always a success. 
always a success. 
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Variable Tough Albility for SBI and MDRG 


Submitted by Arthur Braune 


Variable Tough (SB) 


Tough models are hard to kill. When a Tough 
model receives a Gruesome Kill, it is treated as a 
normal kill -- the model dies but there is no Morale 
effect. When they receive a normal kill result, the 
models are just wounded -- the models are not 
removed but their Quality target roll goes up by one 
per level of Tough. For example when a Dragon with 
Tough(3) and with Quality 3+ is killed, it stays alive 
and becomes a Quality 4+ model, this continues 
(unless it receives a Gruesome Kill) until it reaches 
Quality 5+. After 5+ the Dragon dies. 

If a model’s Quality ever becomes 7+ regardless of 
its Tough level, the model dies. 

As reminders of a model’s wounds, you can use 
wound markers shaped like drops of blood or red 
plastic rings that you can put on the model. 


VARIABLE TOUGH CMIDRG) 

Tough models are hard to kill. When a Tough 
model receives a Gruesome Kill, it is treated as a 
normal kill -- the model dies but there is no Morale 
effect. When they receive a normal kill result, the 
models are just wounded -- the models are not 
removed but their Quality target roll goes up by one 
per level of Tough. For example when a Cyborg with 
Tough(3) and with Quality 3+ is killed, it stays alive 
and becomes a Quality 4+ model, this continues 
(unless it receives a Gruesome Kill) until it reaches 
Quality 5+. After 5+ the Cyborg dies. 
If a model’s Quality ever becomes 7+ regardless of 
its Tough level, the model dies. 
As reminders of a model’s wounds, you can use 
wound markers shaped like drops of blood or red 
plastic rings that you can put on the model. 
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nme ff Games 


Ganesha needs a short fantasy poem (the 
lyrics of a storyteller’s song) to be used as the 
frontispiece of the SBH rpg “Tales of Blades and 
Heroes” to be published in 2009 (currently in 


playtest). 


It should be in English, fitting on a 8,5 x 11 
inches (letter-sized) single page, in rhyming 
verse. The poem should end with the words 
“Tales of Blades and Heroes”. It should sound 
like sung by a storyteller in an inn or around a 
campfire on a battlefield. 


The poem should convey the various hero roles 
and themes of a typical fantasy roleplaying game 
setting: sticking together, dungeon delving, 
fighting shoulder to shoulder, using various 
skills, braving mortal danger -- you know what 
I’m talking about. A serious, epic, romantic, 
Tolkienesque approach will be preferred over a 
humorous one. 


Deadline was originally January ist, 2009, but 
it has been postponed to February ist, 2009, 
to give readers of this issue of Free Hack a 
chance to enter. The poem should be emailed to 
andreasfiligoi@gmail.com or posted on the song 
of blades yahoo group. Do not forget to sign it 
with the name in the way you want to appear in 
print. 


Winner receives credit, a free PDF copy of the 
rules and the original art of one of the plates 
used in the book (unframed but shipped to your 
door). 


All poems become property of Ganesha Games 
and may be reprinted on this magazine, in our 
websites or blogs, or may be used in advertising 
or in printed or electronic media, including radio, 


internet, podcast and video. 
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The Bridge Over Murku(@aters 


A Song of Blades and Heroes scenario 
by Andrea Sfiligoi 
Played at Origins 2008 at the Song of Blades 
and Heroes Demo Table 


Background 

A Lizardman shaman puts together a scouting 
force to take control of a bridge at the edge of a 
forest inhabited by Wood Elves. A Wood Elf druid 
senses the presence of the lizardman and collects 
a bunch of warriors to protect the bridge. 


Playing time: 1 hour or less 

Players: two 

Point level: 300 pts 

Table size 

Standard square table (the photo below shows 


a standard table used with 28mm miniatures, for 
15mm the table will be 1/3 smaller). 


Deployment: the lizardmen warband deploys 
on the left, within one Medium of the table edge. 
The Wood Elf warband deploys on the right 
within one medium of the table edge. 


Weather: clear, with 100% visibility. 


Initiative: players dice for initiative, the high 
roller decides who goes first. The player who goes 
first must deploy first ALL of his models. 


Setup: as per the photo. Divide the play area in 
9 squares. The central row of squares are crossed 
by the MurkyWaters River, and the bridge is in 
the middle of the central square. 

The bridge should be wide enough for two 
man-sized creatures to walk on. The river should 
be wide enough that two creatures can swim in it 
side by side. 

There are 9 patches of wood terrain, two hills 
(each taking up roughly one half of a square) and 
a long, low wall with enough space between one 
element and another for a man-sized creature to 
move through. 





Terrain rules 

Wooded areas count as woods (they provide 
cover and restrict movement). Bushes provide 
cover but do no restrict movement. 

The wall provides cover and is tall enough for a 
man-sized creature to crouch and hide behind it. 
Bushes, walls and woods can provide an Ambush 
Bonus. 

Hills restrict movement when going uphill 
only. 


The river is muddy, and restricts movement. 
Amphibian models may move through it 
normally and declare that they dive at the end of 
any movement. If they dive, they are not eligible 
targets for ranged attacks until they surface. 
Swimming models may be attacked in hand to 
hand normally (they count as prone targets 
while swimming but any non-amphibious model 
will fight at -1 if immersed in the river, so +2 for 
prone target and -1 for fighting in the water for a 
total modifier of +1). The river is shallow and can 
be crossed. 

Swimming models can resurface as a free action 
at the end of any movement, but it will cost them 
an additional action to jump out of the river and 
move on land. They get an Ambush bonus if they 
do so. A model cannot both dive and surface in 
the same turn. 


Model under the bridge cannot be fired upon 
unless the shooter is in the river, too. 


Models may walk on the edge of the bridge but 
if they recoil or fall they fall in the river. A model 
falling in the river must make a Quality roll on 
one die, or lose its next two actions to stand up 
(Amphibious models are unaffected). 








Victory conditions 

The river should be divided into three sections, 
only the central section counts for victory 
purposes. 


Call the game after one hour of playing time 
including deployment; at that point, the acting 
player finishes his turn, the other player gets one 
full turn and then victory points are counted. 


Players score 1 VP per 25 pts of killed/routed 
opponents. Additionally, if at the end of the 
scenario a player has more models than the 
opponent STANDING on the central part of the 
bridge, he scores 5 points. Fallen models, and 
models on the sides or under the bridge do not 
count for victory points purposes. 


Winning by 10+ points is a decisive victory. 


The Lizardman Scouting party 

1x Lizardman shaman, Q4+, C2, Magic-User, 
Amphibious 

2 x Lizardman warriors, Q3+ C4 Amphibious 

2 x Lizardman Skirmishers, Q3+, C3, Shooter: 
Short (javelins) 

2 x Black Ore Mercenaries, Q4+, C3 Savage 


The Druid’s party 

1x Druid, Q3+, C1, Magic-User, Forester 

5 x Wood Elf Archer, Q3+, C3, Shooter: Long 
(longbow), Forester 

1 x Giant Owl, Q3+. C3, Animal, Big, Flying 
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OUT OF ThIS STONE ano anviL 


A chat with Daniel Mersey about his upcoming Song of Arthur and Merlin 


Please tell us something about your 
background. 


I’ve been playing games with toy knights for 
pretty much as long as I can remember; I read a 
lot about King Arthur as a kid, and when I started 
roleplaying in the mid 1980s, a lot of my games 
were based on Arthurian stories. Wargaming 
and an interest in the historical ‘Age of Arthur’ 
came along a bit later, and the time I spent as 
an archaeologist helped out with this study. I 
realized that a lot of the data I’d built up over the 
years wasn't in circulation with gamers, so started 
writing gaming articles on the historical Dark 
Ages. I had my first article published in 1996 and 
have been writing regularly since then, clocking 
up a fair few magazine article, a set of historical 
Arthurian wargaming rules, and various non- 
gaming books and articles on Arthur and British 
history. 
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How did you learn about Song of Blades 
and Heroes? 


I lost interest in fantasy games for a long 
time — I enjoyed making up my own settings 
and characters, so as more and more Official 
background material was published for the 
games I played, the less interest I had in them. 
I moved into historical wargaming, but always 
kept a roleplaying element in my skirmish 
games. I’m always on the lookout for good new 
medieval skirmish rules, had read plenty of good 
things about SBH on the internet (initially The 
Miniatures Page and Board Game Geek I think) 
and so purchased the rules in 2007. Initially I used 
the rules for historical Arthurian and medieval 
games, and they gave a good game; however, 
the more I looked at Andrea’s artwork (which 
reminds me of a lot of the RPG art from the early 
games I played, giving me a nice nostalgia trip) 
and the more I looked at some of the fantasy 
figures currently available, I’ve steadily slipped 
back into — just a bit of — fantasy skirmishing. 
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So what’s going to be in the book? 


OK, that’s simple to answer! The book is 
divided into three sections, one dealing with 
characters, special rules, items, and warband 
advances for games in the Medieval King’s world 
(classic Malory and Hollywood Arthur); the 
second section does the same for the Welsh King 
(old school history of the Dark Ages and the tales 
of Celtic legend); and the third section handles 
the Historical King (Dark Ages gaming stripped 
of all magic and super-strong characters, a real 
test of your tactical decisions and ability to steal 
sheep!). 


I'd started writing a new Arthurian game of 
my own last year, structured in the way I’ve just 
described, but found myself playing more games 
of SBH and less of the new rules I was working 
on; that gave me the idea to tweak my idea into 
a supplement for SBH and it’s grown from there. 
This means you won’t find a drastic reworking of 
Andrea’s rules; I’ve added a few rules here and 
there to convey the Arthurian theme, but when 
you buy SAM you'll see it’s an Arthurian-themed 
setting for SBH, rather than an Arthurian game 
with a hint of SBH. Why change what already 
works? 
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Whatare the main difficulties in bringing 
Arthur to the tabletop? 


The biggest challenge is trying to condense 
all three versions into one book and knowing 
what to leave out! Arthurian legend has such a 
wide scope I could probably have filled several 
volumes with scenarios, items, and characters, 
but to keep things manageable and based around 
wargaming rather than roleplaying (and to keep 
my sanity), I’ve stuck to including the characters 
and background most gamers expect to see in an 
Arthurian game. For the many named knights 
who don’t have their own profile, I’ve presented 
two profiles (Lesser and Renowned Knights of 
the Round Table), along with the Black Knight 
(a generic baddie, rather than being based on 
any one of the several Black Knights to appear 
in Arthurian stories), a faerie knight, and many 
more characters. 


A challenge for the Medieval King game is 
trying to get the concept of knightly behaviour 
into a wargame — it’s better suited to roleplaying, 
but is also an essential ingredient of the way any 
self respecting Knight of the Round Table should 
act! I’ve chosen a simplified method with the 
Chivalry special rule — essentially, knight models 
are awarded points for performing chivalrous 
(and unchivalrous) acts as defined by a checklist, 
and when they reach certain Chivalry levels, they 
can Quest for special items. Broadly speaking, 
it’s an experience system based on a model’s 
actions rather than just surviving a battle and 
killing enemies. 
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Andrea and I also discussed magic in the game, 
and potential ways to make sorcerers such as 
Merlin, Morgan, and the Lady of the Lake as 
powerful as they appear in stories. After trying 
out a few ideas, I settled on anewrule: Legendary 
Wizard. You'll pay through the nose to apply it to 
a model, but this is an extremely versatile special 
rule allowing the magic user to cast all sorts of 
spells based on pre-existing special rules (rather 
than create a whole new batch of spells, which as 
I mention elsewhere, would be out of character 
with what I’m trying to achieve). The Legendary 
Wizard rule can be used in other settings too, it’s 
not exclusive to the Arthurian theme. 
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In the Historical King game, the biggest 
challenge any Arthurian game writer faces is 
trying to filter the history from the legend. Did 
Arthur exist? Well, that’s the biggest question 
of them all in this setting, followed up with 
questions about the arrival of the Saxons, the 
existence of other ‘historical’ characters, and 
many other debates we cannot be certain about. 


I’m pleased with the way I’ve worked around 
this — the traditional history of the period, which 
a lot of modern historians and archaeologists 
argue against, is handled in the Welsh King game 
(along with many of the more magical Celtic 
stories of Arthur and Merlin), and the Historical 
King strips the setting back to its purest historical 
form with different kingdoms battling each other 
without the aid of superheroes such as Arthur. 


Can you give us a sneak preview of any 
characters? 

Certainly, here are Arthur, Cei, and Bedwyr 
from the Welsh king section (including the Triad 
Tales rule, allowing all three to be played at 
once): 


Arthur, King of the Britons 

Points 90 Quality Combat 3 
4+ (5) 

Special Rules 


Arthur’s Weapons (Heavy Armor and +2 
Combat); Leader ; Hero 


Bedwyr, Arthur’s companion 


Points 36 


Special Rules 
Steadfast 


Ce1, Arthur’s companion 


Points 58 Quality 
3+ 
R 


Lethal vs Magic-Users; Giant Slayer; Fearless 


Combat 4 





Triad Tale 

Some players may wish to use this variant rule 
enabling a warband to field more than 100 points 
of Personalities. Welsh tales often told stories 
of three associated characters; you may choose 
three Character models in your warband, so long 
as the combined cost of them plus your other 
warriors does not exceed 300 points. 
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As well as Arthurian characters, I initially 
thought about adding other heroes from British 
legend — these didn’t make the final cut of SAM 
due to the amount of space I was trying to cram 
everything into, so exclusively for Free Hack I give 
you some characters from Beowulf (Splintered 
Light miniatures have a great Beowulf & Grendel 
pack by the way): 


Beowulf and Grendel are hero and villain of 
a Dark Ages Anglo-Saxon poem — Beowulf and 
his 14 Geatish warriors rid King Hrothgar of the 
swamp-dwelling troll Grendel; Beowulf then 
goes on to fight Grendel’s fearsome mother, and 
in old age, he battles a dragon. Beowulf’s Geatish 
warriors can be represented by Saxons from SAM 
or ordinary human warriors from SBH. 


Beowulf, Hero of the Geats 
Com ar 


Special Rules 
Fearless; Tough; Steadfast 


Grendel, Terror of the Fens 
er 


Special Rules 
D> - Squaade: 


Who is favourite Arthurian 


character? 


your 


As a kid — Beaumains/Gareth thanks to a great 
storybook I had, The Deeds of the Nameless 
Knight, written by Desmond Dunkerley; these 


days, I’d say my favourite character is Gawain 
on account of the Green Knight story... what 
is a great scenario that could make! 
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What figures are in your Arthurian 
collection? 

I’ve dabbled with many over the years! My 
first metal Arthurians were 15mm Freikorps 
historicals and 28mm Citadel fantasy paladins. 
I used to have a nice collection of Thunderbolt 
Mountain Arthurians, but my painting never 
quite did them justice. 

These days, I mostly use Gripping Beast (28mm) 
and Splintered Light (15mm) for Historical King 
games; Games Workshop Lord of the Rings 
(28mm) and Splintered Light again (145mm) 
for Welsh King games; Black Tree Design and 
Grenadier (28mm) and Peter Pig (145mm) for 
High Medieval King games, with a mixture of 
fantasy creatures thrown in for good measure in 
both scales. Now that I think about it, ’'m sure I 
don’t really need collections for all three games 
in two scales! 


Can you suggest some good background 
reading? 

Cramming as much game-related material in 
the book as possible means that I’ve not provided 
as much background material as I usually would; 
there are so many strands to the study of Arthur 
that I’d never be able to do it justice. I’ve included 
a very brief bibliography in the book, and repeat 
it here: 

For an overview of Arthurian legend, history, 
and identity theories, I'd naturally point you 
in the direction of my book Arthur: King of the 
Britons. For the High Medieval King, try Sir 
Thomas Malory’s Morte D’Arthur, the classic 
tale of Gawain and the Green Knight, and Roger 
Lancelyn Green’s King Arthur And His Knights 
of the Round Table (a lighter read than the other 
two); for the Welsh King, try Lady Charlotte 
Guest’s Mabinogion, John Morris’ The Age of 
Arthur, and Geoffrey of Monmouth’s History of 
the Kings of Britain; for the Historical King, try 
Stephen Evans’ Lords of Battle, Simon Young’s 
AD 500, and Leslie Alcock’s Arthur’s Britain. 

Great gaming resources include _ Phyllis 
Ann Karr’s The Arthurian Companion (and 
other books published to support the excellent 
Pendragon RPG); Ian Heath’s venerable Armies 
of the Dark Ages; James Morris and Steve 
Jones’ Warhammer Age of Arthur (even if you 
dont play Warhammer); and my own Glutter 
of Ravens published by Outpost Wargame 
Services. Happy reading! 
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hurl Day Day 


A scenario and battle report for Songs of 
Drums and Shakos 
by Rich Jones 


The story so far ... 

April 1809 saw Wellesley (the later Duke 
of Wellington) return to Lisbon to assess the 
situation in the Peninsular. He immediately 
faced a larger force headed by Marshal Soult at 
the northern Portuguese city of Oporto. A British 
victory was somewhat marred by a clever tactical 
withdrawal by Soult which forced Wellesley to 
severely over extend himself as a fresh French 
Army under ‘Victor’ bore down upon him. This 
was the chance that the French had been waiting 
for. 


However it was clear that the French troops’ 
morale was low, to ensure victory they had to 
be ‘picked up’. The French Marshal decided that 
their mood would be enhanced with the arrival 
of their pay. No time was wasted and he ordered 
this to be bought forward to the troops. However 
the British heard of this plan and Wellesley 
turned to his trusty Rifle Regiments to save the 
day. Without delay he despatched bands of the 
‘Rifles’ to intercept the French pay. 


One such small band set off under the leadership 
of Captain Blunt, who was quickly making a 
name for himself, and his trusted companion 
Set. Sharper ... 


Way behind enemy lines Blunt’s men caught 
up with a small pay cart heading for the front. 
Midday saw the French troops resting at a local 
‘way house’, the last thing they expected were a 
group of British Riflemen but guards had been 
posted in case any Spanish bandits showed up. 


Forces, terrain and special scenario 
rules 

Both forces consist of around 520 points with 
the British being slightly more to counteract the 
fact they are attacking the French in a defensive 
position. Abilities were supplemented with 
ones out of the other Ganesha rule books 
to give the personalities the ‘traits’ we 
wanted them to have. 


The French should be ‘resting’ at a building 
which is positioned towards the centre of the 
board. Terrain should be fairly dense and consist 
of both hard and soft cover, use our layout as an 
example. The majority of the French (apart from 
the guards) will be seated in the building or just 
outside. It will take them an action to get their 
‘act together’ when they activate. 


The French player can place 3 guards anywhere 
on the table. The British Player will dice to see 
which of the two opposing edges they enter the 
table from, 1-3 one edge, 4-6 the other. As soon 
as the first French guard sees any Rifleman 
they must roll a Quality check. If they fail they 
are deemed to be ‘looking the other way’ and 
the British figure will continue; however if they 
pass the French player may raise the alarm by 
shouting and yelling and may also make one 
medium move back towards the house. 
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Victory conditions and points Waking LO. the aid 


Blunt is aware that they may not be able to 


actually get the pay back to their lines. Mostly RR. | 
useless to British forces anyway it would be best ellis _ /Losler 
to destroy it in situ. Setting fire to the pay will take 539 points 


2 actions to light (or extinguish) and then will Personality = Captain Blunt 
take 2 further British Activation phases to really Points 148 Quality 3 Combat 2 
take hold and burn it all. The horses on the cart Special Rules: Leader, Elan, Light, Running 
are being rested and watered at a nearby river, | Blow, Weapon master, Hero 
therefore the only real choice for the Frenchisto | Weapons: Rifle, sword 
drive the Riflemen off. 
Personality — Sergeant Sharper 
Victory points are earned for putting enemy Points 84 Quality 3 Combat 2 
soldiers out of action and for destroying, or |Special Rules: NCO, Elan, Light 
saving, the loot: Weapons: Rifle, sword 
1 VP for every 25 points of enemy killed or 
captured. 
5 VP for every ‘half of the pay destroyed or Rifleman Cheek 


burnt. Quality 4 


Special Rules: Hero, Marksman, Elan, Light 





Optional rule 

We used this to add a bit of fun. When Riflemen 
gets to the pay chests to destroy them they must ' 
make a Quality roll — if they pass they carry on Pat COCs 
with the job. If they fail they can’t resist stuffing 
their pockets with loot. Must roll every action, | Special Rules: Elan, Light 
when they pass a Quality roll they may stop Weapons: Rifle 
looting — of course having a Leader yelling in 
their ear will help! Rifleman Wood 


Quality 4 


Special Rules: Elan, Light 
Weapons: Rifle 





Weapons: Rifle 








Rifleman Fox 


Quality 4 


Special Rules: Elan, Light 
Weapons: Rifle 


Rifleman Hencoop 


Quality 4 


Special Rules: Elan, Light 


Weapons: Rifle 


Ensign Hooper 


Quality 3 


Special Rules: Flagbearer, steadfast 
Weapons: Sword 
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524 points 


Personality — Captain Pierre Rouge Voltigeur Laurence Bontecou 


Points 96 =©Quality 3 Combat 2 Quality 4 


Special Rules: Leader, Mounted, Running Blow Special Rules: Light 
Weapons: pistol, sword 


Personality — Sgt. Thiarry Henri 

Points 81 Quality 3 Combat 3 
Special Rules: NCO, Dashing, Steadfast 
Weapons: Pistol, sword 


Personality — Veteran Louis Vert 
Points 103 Quality 3 Combat 3 
Special Rules: Tough, Combat Master, Hero 
Weapons: Musket 
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Game ceporl by Rich Jones 


The following is a brief account of a game we had using the Blunt’s Pay Day scenario. We had only had a 
handful of games before this which is testament to how intuitive the rules are, the action went smoothly and 
more importantly the noise from the table edge showed how much fun was being had as well! 


Rule mechanics which explain the narrative and photos are in italics. Tokens used in the game are little 
white counters for unloaded rifles and a trail of painted ‘cotton wool’ for unloaded volley fire. We are going 
to make individual smoke trails on some plastic tubing to go over the musket ends to show the unloaded 
status. 

As the French player had laid out his guards and the Riflemen had diced for which edge they were to come 
on from; the stage was set for action ... who would it be pay day for? 





Captain Blunt urged his men forward. The French guard glanced over the hedge to see the Riflemen running 
up, stopping and raising their muskets. Ducking behind the hedge he didn’t have time to raise the alarm. He 
did however have time to notice the sword wielding, slightly deranged looking Englishman moving between 
himself and his companions ... “Merde ...” 


ogee = 4 
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The British player activated Blunt first. Wanting a good start he risked 3 dice and got 3 actions. With the 
first one Blunt activated a group of Riflemen. Unlike other games from the SBH stable, Drums and Shakos 
allow the leader to order a group move and then continue their turn after the group has activated (unless 
they fail 2dice of course). 


The group rolled 3 dice (as their Quality was one better due to being Elan and another for being in the 
Leader’s command range ) and failed one, leaving them with 2 actions which they used to move up towards 
the hedge(at this point the Guard failed his Quality check roll as outlined in the scenario and thus could not 
raise the alarm and move back) and then open fire, not as a volley as in Drums and Shakos volley (collective) 
fire is a group action which needs an order. The French guard was lucky and escaped any damage. 

The Riflemen were unloaded as Blunt used his last actions to move up and try and block the French 
Guards path back to his compatriots. 





The other riflemen, including Sharper, managed to 
move up into position by only risking rolling 2 dice. 





Captain Rouge had heard the familiar sound of 
British rifle fire — how they were near his position 
he couldn’t fathom out, but he knew they could be in 
trouble. Rattling his sabre on the frame of the open 
door he shouted to the men inside to move out. There 
was a hive of activity and 3 Voltiguers rushed out of 
the building. The other troopers who were on guard 
started to move back towards the action. 





The French player activated the Captain first, 
risking 3 dice and getting 2 actions. The first group 
action he risked 2 dice, passing both saw the group 
move out of the building ready for action. The second 
group risked 2 but only made one action, due to the 
scenario rules this meant they could only get their 
equipment together and were unable to move. The 
guards further from the action activated with one 
dice, one of them getting one action and moving to 
the wall, ready to fire on the British men. The other 
appeared to be enjoying the spectacle as he failed the 
roll and stood there watching on. 


Monet looked at the frightening figure in front of 
him. Could this be the infamous (in French circles) 
Captain Blunt? 

Monet charged in desperation, if only he could 
make the Englishman move back, maybe he could get 
back to Captain Rouge whom he could hear shouting. 
Lunging his bayonet at the Englishman he managed 
to nick his arm, Blunt winced and moved back, trying 
to parry the lunges with his sword. 


The player rolled 3 dice for Monet (being the last 
figure who could activate and thus having nothing 
to lose) — rolling a 3, 5, 6 the figure passed 2 dice, 
used one to move in and one for a normal attack. 
With a Combat value of 2 and rolling a 5 for a total 
of 7 he managed to beat Blunt who with a C2 +1 for 
better weapon but with a roll of 3 seeing a total of 6. 
Because the winning roll (5) was an odd Blunt had 
to recoil. If the French player got to activate Monet 
before Blunt managed to he could run past to safety 
... of course in Ganesha games the big question 1s 
always ‘IF’. 


Blunt was taken aback by the ferocity of the 
Frenchman’s attack. Shouting at the Riflemen behind 
the hedge he fended off a couple of lunges, taking 
a nick to the arm in the process. Stepping back he 
noticed the young Frenchman hesitate. That was 
all the wily veteran needed, he swept past the blue- 
coated figure catching him across the top of the arm 
... the young Frenchman stepped back and tripped, 
falling to the ground. 





The British player saw Blunt activated with 2 
actions. He used one to give a group activation to 
the Riflemen behind the hedge who rolled 2 dice 
using the fact that they were Elan to help them 
pass both — they reloaded their rifles. With the 
other action Blunt used his running blow’ ability. 
This ability isn’t found in Drums and Shakos but I 
wanted Blunt to act like my favourite TV characters. 
He had only beaten the Frenchman by 1 and with an 
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odd number. However the Attacker having a ‘better 
weapon in Drums and Shakos means that the target 
is automatically ‘downed’. 


Rifleman Cooper was to the left of his stocky 
Sergeant Sharper who was urging him to try and get 
to the wagon with the pay boxes on it. Digging his 
rear foot in to power him forward ... the rock below 
his foot moved and Cooper stumbled. 


Not wanting to end the activation just yet the 
British player decided to only risk 2 dice — with a 
Quality of 4 down to 3 for activations (courtesy of 
the Elan ability) he felt he would pass at least one 
... he was wrong. A 1 and a 2 saw Cooper unable to 
activate and play pass to the French Player. 





Captain Rouge was yelling orders ... his Superiors 
were not going to be amused if he was to lose the pay 
roll! His well drilled troopers formed a line and let 
off a volley at the Rifleman near the well, the second 
group were ordered to fire on the large English 
Sergeant beyond the wall. 


Giving two group orders to Volley fire, the French 
were unlucky to only make the Riflemen recoil out 
the way. Afterwards, looking back over the game 
we thought it would have been better to have all the 
figures firing as one volley, as the hard cover was 
negating the advantage of the volley fire — well 
know better next time.The other French activation 
attempt ended with a turnover as Monet tried to 
recover and then move away from Blunt ... he was 
going to regret the failure to do so. 


Monet reeled away from Blunt, trying to regain his 
balance. Unfortunately for him though Captain Blunt 
could smell victory and after shaking his head a few 
times was bearing down on him sword poised to strike 
down on the Frenchman’s head. Raising his musket to 
intercept the blow his last thought was, “This English 


man is good ...” — Blunt withdraw his hand, pulling 
the tip of the sword back and then thrusted it through 
the Frenchman’s sternum! 





Only pausing long enough to pull the sword free 
Blunt ran to the corner of the building where another 
Voltigeur was levelling his musket at him. A good kick 
to the man’s stomach pushed him back ... but as he 
rounded the corner to be confronted with 3 muskets 
pointing his way even Blunt could see it was time 
to find some cover. Crouching down he darted back 
towards Sharper and behind the cover of a wall. 


The game needed a boost for the British player, 
Blunt could be in trouble. Throwing 3 dice (fairly 
safe with an effective Quality of 2 ... Elan strikes 
again) However disaster struck in the form of 1,1,1. 
It was time to use the Hero ability (yep you guessed 
it, another ability from SBH) and the re-roll saw the 
player passing 3 dice - Blunt could do 3 actions — the 
character has Running Blow and Combat Master 
(another ‘steal’ from the SBH stable) meaning he 
could run past hitting the enemy AND make more 
than one attack a turn — a formidable combination 
even if expensive. The running blow on the ‘fallen’ 
Frenchman saw Blunt triple his score for an instant 
kill! Moving onto the next Frenchman Blunt managed 
to make him recoil. The last action was then used to 
move out the way of trouble. 


The group of Riflemen moved gingerly up to the 
hedge. Meanwhile Rifleman Cheek (the Chosen-man) 
was targeting the French Captain, with Rouge in his 
sights he slowly pulled the trigger. Much to Cheek’s 
disgust the French Captain barely seem to notice, 
out of the corner of his eye however Cheek noticed 
Sharper raise his rifle and pull the trigger. A Voltigeur 
who was just about to fire on Cheek dropped to the 
ground. 
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Only using one dice each so that it didnt burn 
his turn, the British player just moved the group of 
riflemen along the hedge slightly. The Chosen-man 
has the Marksman ability meaning that if using an 
aimed shot he can inflict a wound on any winning 
roll, but the target doesn't get the -1 penalty on their 
Combat. Although the rifle didn’t receive a negative 
modifier for the range a bad dice roll of 2 still meant 
the Captain beat him! 

Sharper’s roll of 2,4,5 meant he got three actions 
because of the Elan ability taking his Quality down to 
2 for activation purposes. He managed to double his 
target's roll due to spending an action on aiming. 


Captain Rouge surveyed the situation ... although 
he had at least one man down he was happy with the 
fact that his men seemed to have stemmed the initial 
British onslaught, and the pay was still safe! He gave 
the troopers to his left the order to reload and then 
another to fire. The Rifleman near to well was driven 
back by the volley. 

Seeing this, Sgt. Henri dashed out, brandishing his 
sword, determined to strike the Englishman down. 
Cooper met his sword strike with a parry from his 
rifle. A chunk of wood flew from the stock as the 
power of the sword strike pushed Cooper onto his 
knees. Seeing that Sharper was about to join the fray 
Bontecou raised his musket and aimed at the large 
Scotsman ... who dropped behind the wall clutching 
his arm. Blunt had meanwhile dodged behind the wall 
to avoid a shot coming from the house. The Captain 
looked around, things were not going well, glancing 
to his left he saw the French Sergeant about to finish 
Cooper off and the French Captain riding around 
their flank to spur on the lone Voltigeur there. 





Another good use of Group Actions from the French 
player ... the Riflemen were certainly on the back 
foot. The French NCO had used his dashing blow 
ability to move in and strike as one action. He had 
only just beaten Cooper but again the better weapon 
‘tweak’ to the HtH rules proved valuable as Cooper 
went down anyway. Sharper had gone down to 
an even winning roll, the difference here being the 
aimed shop modifier to Sharper’s Combat value. 
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Realising that something had to be done to turn 
the tide and quickly Blunt shouted to the Riflemen 
to fire on the group of French who were keeping 
them from approaching closer. Smoke billowed up 
from the rifles and a Frenchman clutched his chest 
and fell forward. Vaulting over the wall Blunt went 
to try and save Cooper from the NCO’s sword. Just 
as the sword descended, a grimace of hatred on the 
Frenchman’s visage, Blunt managed to thrust the tip 
of his sword under the chin strap of the Frenchman. 
The descending sword clanked onto the rocky ground, 
the Frenchman collapsing to his knees and then onto 
his back. 

Blunt got the three actions that he needed, used 
one of them to give the volley fire order which paid 
off as they tripled the score for an instant kill. Then 
using his running blow he managed to move over 
the wall and into the hand to hand with the French 
NCO whom he managed to double to roll of, thus 
wounding him and probably saving Cooper’s life. 


Suddenly it looked as if the flow of the momentum 
was changing. Blunt turned around shaking the blood 
from his sword and saw Sharper pulling himself up 
and looking rather miffed! Blunt urged him to make 
his way to the pay cart to try and destroy it. Sharper 
jumped the wall and ran behind the tree towards the 
cart. Cheek composed himself and targeted the French 
Captain again ...raising his rifle he suddenly thought 
he heard someone to his left and looked around, 
nothing there he turned back but the mounted French 
Officer had gone. 
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Sharper was within the leadership range of Blunt 
and was Elan — so the British player risked three 
dice on a Quality 2 — the risk paid off and Sharper 
got 3 activations which allowed him to stand, short 
move over the wall and make a straight line to the 
corner near the cart, remember he had to lose his 
last bit of movement as the rules don’t let you ‘bend’ 
the movement range. The game could have been over 
if the marksman had managed to beat the Captains 
roll ... but three failures meant turn over. 


Captain Rouge looked on with horror as the 
Scotsman sprinted towards the cart, the realisation 
hit him that the British were not wishing to steal the 
pay, but rather wanted to destroy it! He yanked on 
the reins turning his steed around and kicking his 
heels into the flank of the horse set off in pursuit of 
the Rifleman. Raising his sword he swiped down at 
the Scotsman as he turned around and swung his rifle 
stock at him. The sword must have cut the hairs on 
the man’s beard but did no damage. The strike from 
the rifle startled the horse and it stepped backwards, 
Rouge struggled to stop it from rearing up. Louis Vert, 
the longstanding veteran of the group decided to go 
to the rescue. Setting off he stumbled on a musket 
from the fallen trooper near him. 





Rouge got two actions and managed to move into 
contact, using the dashing blow ability he could 
attack. Unfortunately, even with the mounted 
modifier, Sharper’s total was one better on an 
odd number and the Captain was forced to recoil. 
Momentum had certainly changed and it was this 
pressure that made the French player risk three dice 
with Vert, who then failed them all on 1,1,1 (he had 
already used his hero reroll). This was bad news 
for the French indeed as the British began their 
activation phase. 


Sharper moved swiftly and jumped onto the wagon 
... now where was that flint, which pocket? Meanwhile 
Blunt could see the French Captain regaining his 
balance and made the decision to sprint and engage 
the Captain to keep him away from Sharper who was 
desperately trying to light the pay cart. As he neared 
the Captain he struck at the horses flank, again the 
horse stumbled backwards and nearly reared up. 

The Riflemen behind the hedge shouted out, they 
were unloaded but they wanted to enter the fray, they 
leapt the hedge and set off towards the courtyard. 
Cheek tried to compose himself but it wasn’t his day, 
a frightened chicken flew into his face ... he groped at 
it to throw it off. 


Sharper had past only 2 and while he managed to 
get onto the cart did not have the required 2 actions 
to start the fire, although passing his Quality roll he 
managed to resist the temptation to loot the cases. 
Blunt had managed to make the mounted Captain 
recoil by winning on an odd. The British player only 
risked 1 die each for the riflemen meaning they could 
only move a short over the hedge, but he wanted them 
to move and wanted to try and risk the marksman 
to take the Captain out. Again lady luck laughed as 
he failed to pass any! 


Captain Rouge knew that it was all or nothing ... he 
had to get past the infamous rifleman to stop Sharper 
destroying the pay. The horse grunted and he kicked 
at Blunt, moving him aside. Just as he was about 
to carry on into Sharper he felt a pain in his back, 
looking around his vision blurred over, but not before 
he saw the Englishman’s sword piercing the area of 
his kidneys. Rouge tumbled from the horse. The 
Frenchmen were in disarray, only the rugged Veteran 
Vert managed to resist the urge to run from the green 
demons who were charging at them. Vert looked 
around, his compatriots were running, the day looked 
lost. Now Vert had not got to be a grand old veteran 
of 33 years of age without knowing when to give up a 
lost cause. With a few well chosen comments on the 
heritage of the British soldiers he dashed off down 
the road; promising himself that one day he would 
face Blunt man on man! 








The French player made the right move and was 
very unfortunate to roll so badly as he struck at 
Blunt on the way past. With a combat value of 3 +1 
because he was mounted and -1 for fighting multiple 
opponents (he was in contact with both) against 
Blunt’s base of Combat 2 it looked a safe move, 
even with Blunt rolling a 6 for a total of 8 it meant 
that the Captain was safe ... unless he rolled a one, 
which of course he did. Blunt doubled his score. This 
then meant a morale test for anyone who could see, 
which unfortunately was everyone. Everyone failed 
2 or 3 except for the veteran who was steadfast. But 
things were not going well and the fact that one of 
the French had left the table with the morale induced 
moves meant the entire force was then below 50% 
and had to test again ... this time everyone left! 


The Riflemen quickly saw to the French fallen, 
making them as comfortable as possible in the house. 
Then they gathered to watch the bonfire as the pay 
cart went up in glowing flames. A job well done 
thought Blunt to himself as he led his troops back 
into the surrounding countryside, with any luck they 
would be home for dinner! 


It had been a fun game and showed the rules off 
well ...the French player saw that his game plan failed 
on that one move, he was eager for another game to 
get revenge on Captain Blunt! 


Song of Drums and Shakos can be purchased as a PDF or printed book. For the PDF sent by email, 
end a $8 Paypal payment to andreasfiligoi@gmail.com and allow up to 12 hours for delivery. Please 
check your spam box too and make sure you have about 5 megabytes of space in your mailbox. 


Alternatively, you can download SDS from many fine sites that sell PDF rules, including www. 
wargamevault.com, www.wargamedownloads.com, www.arima.it, www.sabersedge.com and many 
others. 

Printed copies are available for $14.99 on www.lulu.com/songofblades 
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Turtles and aoe ins 


Models by Eureka Miniatures, painted “_ pat a — Boersma 
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The Turtle Tepe army is 5 built a the philosophy of Slow bul Steady wins the race. They will 
activate fairly easily, but are hampered by their either Slow or Short Move specials. The leader was 
inspired by Leonardo (aka the Fearless and Leader specials). I hope you find them enjoyable to use. 
I recommend the Reaper Tortoise monster model for the Giant Monster Turtle. 


Turtle Rifleman 

Points 28 Quality 3+ Combat 2 
Special Rules Heavy Armor, Shooter: Medium, Slow 
Terrapin Spearman 

Points 26 Quality 3+ Combat 2 
Special Rules Amphibious, Gregarious,Short Move 





Turtle Bowman 
Points 28 Quality 3+ Combat 2 
Special Rules Heavy Armor, Shooter: Short, Short Move 


Turtle/Terrapin Sniper Team 
Points 44 Quality 3+ Combat 3 
Special Rules Heavy Armor, Sharpshooter, Slow, Stealth 


Turtle Standard Bearer 
Points 36 Quality 3+ Combat 2 
Special Rules Fearless, Heavy Armor, Standard Bearer 


Turtle War Drummer - Personality 
Points 50 Quality 3+ Combat 2 
Special Rules Heavy Armor, Slow,Terror 


Turtle Commander - Personality 
Points 76 Quality 3+ Combat 3 


Special Rules Fearless, Heavy Armor, Leader 


Giant Monster Turtle - Personality 
Points 65 Quality 4+ Combat 4 
SpecialRules Greedy, Group Fighter, Heavy Armor, Huge, Short Move, Tough 
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TALES OF THE 
RAGON KINGS 


28mm Chinese Fantasy 














www.blackhat.co.uk 
33 


Next Issue: 


A sneak peek at Tales of Blades and Heroes, 
the Song of Blades roleplaying game 


Three short scenarios for Song of Blades and Heroes 


A preview of Song of The Dragon Kings, the SBH 
Chinese Fantasy supplement 


Point system for Mutants and Death Ray Guns 


Support material for Song of Drums and Shakos and 
Song of Arthur and Merlin 


And much more... Send your submissions to 
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